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Maze of the Day in Scratch

Scripts and Comments for the Stage

when clicked

switch to background

when I receive
if Level = and

[ switch to background Sup

N
else

-

When the green flag iz clicked the Easy I
Maze background will appear.

or Level = and © Time

if Lewel = and © Count = or Lewel = and © Time

Eswitch to background E

else
if Level = and

switch to background ¢
s
elsa
if Level = and

switch to background

else

Count = or Leval = and © Time :

tount = [ Level = and © Time

if Level = and © Count = or Level = and © Time

lswitch to background

5

elsa

rswitch to background

when I receive

wait ) secs

if Level =

broadcast L=zv
else

broadcast
¥

when I receive Lsusl

switch to background

Finizhed

w

When the message Win (that was broadcast by

the Piece script] is received by the stage script,
there will be a 3 second wait for the user to look at
the celebration screen, Then if the wariable Lavel

iz equal to Easy then a message will be broadcast 1
to the entire program to say it is time to switch to
Level Two. Butif the Level iz not equal to Easy,
that indicates that this win must be a win at level
two so the ending background is shown, since

there are anly 2 levels.

-

when the message Level Two is recaived the
background switches to the level two maze.

Maze 2 Levels Timer Counter Printout 2.docx

This is done with a series of MESTED IF
If the variable Count is
equal to 1 then the Superior background
iz shown, otherwise if the variable Count
iz equal to 2 then the Excellant
background is shown and so on until by
process of elimination if & ar more tries
were nacessary it will switch the
background to Finished.

ELSE ztructures,
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When the uzer has made the piece reach
the goal, the Win message is broadcast
by the Piece sprite. When the Win
rmessage is recaived by the stage, the
appropriate celebration background will
appear according to the number of tries
that it took to get to the goal.

20f8



Sebastian Oleastro
Miss Hangen
CS100 Period 2
March 28, 2014

Maze of the Day in Scratch

when clicked -
2 n A JF . The piece will start at a designated
point in direction m paint,

The variable Count iz setto 1 and
switch to costume Ea the variable Level iz set to Easy.

The piece iz put at the appropriate
starting location, II

The pragram will constantly cheack
- if the piece iz moved off the path.
forewer if . touching color [l > If it iz, the count variable will go

- up by 1 and the piece will go back
to the beginning to start the next

try, ] l

rioceone [

# 198 v 108 direction: 0

-
when clicked -

11x8 oos KB
®
If the piece touches the target
which iz a certain color, a
rmessage is sent to the rest of I
the scripts, so the appropriate
scripts for the background will be

forever if touching color

activated,
when up arrow | key pressed R
2 e . The direction of the piece will
t in direct P
il Wy eliyssdion 07, change according to the arrow key I
move steps used, and it will move 5 steps in

that direction,

when down arrow | key pressed BR

S A e All 4 arrow keys will work, II

move steps

when left arrow | key pressed
when right arrow | key pressed

point in direction [ElRd

point in direction GEIRS

move E steps

move steps
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Maze of the Day in Scratch

Press space

== 2
w1l W

1] directior: 90 w0 Wl 0

clicked

when

clicked

when

gutux:ﬂy:m

showr

when © | key pressed b

I‘E_pE-EIt

change ghost

effect by

This zcript will rmake the directions
start to fade after 2 seconds. It will
fade gradually because its ghost
effect iz changing by 19 100 times
until it is campletely invisible,

key pressed

rapaat

change ghost
L —

effect by

T

¥t 216w -46  directior: 90

clicked

when

90 to x: G v: €D

switch to costume Tries
hide wariable Count
hide wariable Level
hide wariable Tirmer

hide variable Time

when clicked

forever

set Tirmer
| —

to timer

when « key pressed

show wvariable Count

show wariable L=zuel

when I receive
hide variable Count
hide wariabla Leuvel
hide wariable Tirme

hide wvariable Tirner

when I receive

Level =

show variable Time

hide wariable Timer
L —

when I receive Leve
switch to costume =
hide variable Count

show variable Timer

Maze 2 Levels Timer Counter Printout 2.docx

4 0of 8




Sebastian Oleastro
Miss Hangen
CS100 Period 2
March 28, 2014

Maze of the Day in Scratch

the Dy

w0 w direction: 90 = |

when clicked

when clicked

go to x: gEN v
go to front

go to front
go back layers

gutux:ﬂy:m

when space | key pressed

I‘E_pE-EIt

change ghost |effect by
-

when space | key pressed

repeat

change ghost |effect by
-

EXT
T 2

)
) v -158 direction: 90

[ seripts } Costumes Y Sounds |
o See Credits

leznz2 057 KB

® repeat

change ghost
L

Credits

FaTuEE 1 KB
@ whean Credits clicked
set ghost |effect to

ra:reat

. - A A ghost -
when Credits clicked when dicked :hange gh effect by

switch to costume GCredits

glide secs to x V180

go to x: A -1582

switch to costume S Credits
clear graphic effects
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2

@ 184 w -134 direction: 180

]
=]
@

when clicked when I receive
LevelTwoPiecel showr
11qa 0.0e KB

(€9 G ©

when I receive L -

The same baszic script is necessary for Level Two, but
this script starts when the Level Two message is

set Level |to received by the pisce, Since itis a2 new rmaze the I
count wariable must be zet back to 1. The variable
Level is set to 2, Location and colors are changed
according to the level two rmaze,

set Timer |to [i

go to x: U -149

repeat until lkey d E pressed? or ley up arrow  |pressed? or key right arrow  |pressed? or key left arrow  |pressed?

reset timer
.

when I receive -

Thiz iz the same script as aboue for
determining a win, It iz adjusted far the I
level two goal colar and starkts when the
rmeszage Level Two is received.

wait until . touching
cat Time to timer

show wariable Time

broadcast

when down arrow | key pressed when up arrow | key pressed

if not  touching color [l 2 if not  touching color [l ?

point in direction point in direction m
12 *

mowe steps move steps

L — L —
else else

mowe Bl steps mowe Bl steps
L — —

when right arr key pressed

if not . touching color [l ?

point in direction m ’point in direction
3

move [ steps
:1092 steps A . P

else else

move g steps move @Y steps
L — L —
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Opening Splash Title Page Directions

Maze of

Use the arrow keys to move to the goal.

On the first level you will be sent back to
the beginning if you try to move the plece
off the path. This will be counted.

You will timed on the second level.

1

1—l—r

the Day.

Press "C" to continue.

First Level of Maze with Piece at Start The piece is on its 4™ attempt.

GOAL

Humber
of Tries

Good is the celebration reaching the goal in 4 tries. Harder level maze is timed.

Seconds
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Level 2 maze piece gets stuck at edge of path.

Seconds

Closing Comments

¥You made it through 2 levels of mazes.

Congratulations!

Click the green flag to start again.

Click HERE to see cre

Superior is the rating for getting to the goal in 1
try for level 1 or under 10 seconds for level 2.
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56.5 seconds is no cause for celebration.

YOU MUST BE

RELIEVED!!!

Credits scroll up the page.

All sprites and graphics by Miss Hangen

Congratulationsl

Click the green flag to start again.

Excellent is for 2 tries or under 20 seconds.
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